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SAFETY INFORMATION 

About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to 
certain visual images, including flashing lights or patterns that may appear in 
video games. Even people who have no history of seizures or epilepsy may have 
an undiagnosed condition that can cause these "photosensitive epileptic seizures" 
while watching video games. 

These seizures may have a variety of symptoms, including lightheadedness, 
altered vision, eye or face twitching, jerking or shaking of arms or legs, disorienta¬ 
tion, confusion, or momentary loss of awareness. Seizures may also cause loss of 
consciousness or convulsions that can lead to injury from falling down or striking 
nearby objects. 

Immediately stop playing and consult a doctor if you experience any of 
these symptoms. Parents should watch for or ask their children about the above 
symptoms — children and teenagers are more likely than adults to experience 
these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther 
from the television screen, using a smaller television screen, playing in a well-lit 
room, and not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a 
doctor before playing. 

Other Important Health and Safety Information The Xbox Instruction 
Manual contains important health and safety information that you should read 
and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front-or 
rear-projection types, can be damaged if any video games, including Xbox games, 
are played on them. Static images presented during the normal course of game 
play may “burn in” to the screen, causing a permanent shadow of the static 
image to appear at all times, even when video games are not being played. 

Similar damage may occur from static images created when placing a video game 
on hold or pause. Consult your television owner's manual to determine if video 
games can be played safely on your set. If you are unable to find this information 
in the owner's manual, contact your television dealer or the manufacturer to 
determine if video games can be played safely on your set. 

Unauthorized copying, reverse engineering, transmission, public performance, 
rental, pay for play, or circumvention of copy protection is strictly prohibited. 
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GETTING STARTED 

1. Set up your Xbox' video game system by following the instructions in 
the Xbox Instruction Manual. 

2. Press the power button and the status indicator light will light up. 

3. Press the eject button and the disc tray will open. 

4. Place the Terminator 3: Rise of the Machines" H disc on the disc tray with 
the label facing up and close the disc tray. 

5. Follow on-screen instructions and refer to this manual for more informa¬ 
tion about playing Terminator 3: Rise of the Machines ' “. 



Avoiding Damage to Discs or the Disc Drive 

To avoid damage to discs or the disc drive: 

• Insert only Xbox-compatible discs into the disc drive. 

• Never use oddly shaped discs, such as star-shaped or heart-shaped discs. 

• Do not leave a disc in the Xbox console for extended periods when not 
in use. 

• Do not move the Xbox console while the power is on and a disc is 
inserted. 

• Do not apply labels, stickers, or other foreign objects to discs. 
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CONTROLS 

1. Connect the Xbox Controller to any controller port on the front of the 
Xbox console. For multiple players, connect additional controllers to 
available controller ports. 

2. Insert any expansion devices (for example, Xbox Memory Units) into 
controller expansion slots as appropriate. 

3. Follow on-screen instructions and refer to this manual for more information 
about using the Xbox Controller to play Terminator 3: Rise of the 
Machines ' M , 
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Y button 
X button 
B button 
A button 

Black button 
White button 




Left thumbstick 


BACK button 
START button 


Directional pad 


Right thumbstick 






Weapon Combat Controls 


CONTROL 

ACTION 

left thumbstick up / down 

Walk/Run 

left thumbstick left / right 

Strafe 

left thumbstick button 

Center view 

left thumbstick button x 2 

180-degree turn 

right thumbstick up / down 

Aim up / down 

right thumbstick left/ right 

Turn left / right 

right thumbstick button 

Display Mission Objectives 

directional pad left 

Cycle weapons up 

directional pad right 

Cycle weapons down 

X button 

Reload 

A button 

Use object 

B button 

Cycle weapons down 

Y button 

Cycle weapons up 

right trigger 

Fire primary weapon 

left trigger 

Target lock 

White button 

Jump 

Black button 

Secondary fire 

directional pad up / down 

Zoom in or out/ Scroll through 

Mission Objectives when displayed 

BACK button 

Cycle vision modes 

START button 

Pause 


Hand-to-Hand Controls 


ICONTROL 

ACTION 

Y button 

Kick 

X button 

Hold to block / Press just before an 
attack to counter 

B button 

Shove 

B button + left thumbstick 
toward enemy 

Hard throw forward 

B button + left thumbstick 
away from enemy 

Overhead throw 

B button + left thumbstick 
»P 

Sideways shoulder throw 

B button + left thumbstick 
down 

Throw down 

A button 

Medium punch / Charge shove 
when running 

A button + left thumbstick 
toward enemy 

Quick punch 

A button + left thumbstick 
away from enemy 

Strong punch 

A button + left thumbstick 
up 

High punch 

A button + left thumbstick 
down 

Low punch 



INTRODUCTION 

A decade has passed since John Connor helped prevent Judgment 
Day and saved mankind from destruction. Now in his early twenties, 
Connor lives "off the grid" — no home, no credit cards, no cell 
phone, no record of his existence. There is no way he can be traced 
by Skynet — the highly developed network of machines that once 
tried to kill him and wage war on humanity. Until... 

Out of the shadows of the future steps the T-X, Skynet's most sophisti¬ 
cated cyborg killing machine. Now Connor's only hope for survival is 
the Terminator". Together, they must triumph over the technologically 
superior T-X and forestall the looming threat of Judgment Day — or 
face the apocalypse and the end of civilization. 


SRUING FIND LORDING 

Saving the Game 

Terminator ' 3: Rise of the Machines" uses an automatic save feature 
that saves your game at the end of each level segment. Games are 
saved to the Xbox Hard Disk. If you start a game with Auto-Save 
enabled, previously saved games will be lost. 

Loading a Game 

You can load a game from the Options menu in the Main Menu. Move 

the left thumbstick or directional pad up/down to select Save / Load 
and press the A button. 


MRIN MENU 

Use the left thumbstick or 
directional pad to highlight an 
option in the Main Menu. Press 
the A button to confirm your 
selection. 

New Game 

Select New Game to start a new 
Terminator" 3: Rise of the 



Machines" game. Press the A button to accept. 


Continue 


If you exit back to the Main Menu from a game that has been started 
or loaded, this option will be available. Select Continue and press the 
A button. Levels already completed or reached will be available for 
selection. 
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If you are terminated three times during one level and use all of the 
in-game Continues, you may select Restart or Quit. 

Options 

Display the Options Menu. You can also access the Options menu in¬ 
game by pressing the START button. See "Options" below for details. 

Special Features 

Check here for movie clips that you have unlocked, including exclu¬ 
sive clips shot just for the game and "B-roll" footage that shows 
alternate angles of scenes and allows you to see behind the scenes 
of the movie. 

You'll also find storyboards used to create the game and production 
concept art. 

Also check out "The Making of Terminator 3: The Game" for exclusive 
interviews with the cast and crew and a behind-the-scenes look at 
what went into putting the game together. 

Some of these features will be available when you start playing and 
others unlock as you play so check here often. 

Don't forget to look for some hidden classic Atari games as you 
advance through the game. 

OPTIONS 

Audio 

Select headphones or speakers. 

Controls 

Re-map the controller configura¬ 
tion to suit your own preferences. 

You can save and load saved 
configurations or reset the 
controller to its default setting. 
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Game Settings 

XY Sensitivity 

You can change the speed at which your weapon reticule moves by 
adjusting the XY slider. Move the left thumbstick left to move the 
slider toward the negative symbol (-) to slow down the reticule 
movement speed. Move the left thumbstick right to move the slider 
toward the positive symbol (+) to increase the reticule movement 
speed. Press the A button to confirm. 

Difficulty 

There are three difficulty settings: Easy, Medium and Hard. The diffi¬ 
culty settings affect the health and accuracy of enemy units. 

Vibration 

Turn vibration ON or OFF. 

Invert Controls 

Set invert controls to YES or NO. When set to YES, moving the 
right thumbstick down causes the Terminator to look up, and moving 
the right thumbstick up causes the Terminator to look down. 

Weapon Auto-Switch 

Toggle Weapon Auto-Switch ON/OFF. With Weapon Auto-Switch ON 
if the Terminator picks up a weapon that is more effective he will 
automatically switch to that weapon. 

Save /Load 

Select Load Game and press the A button to load the game from the 
Xbox Hard Disk. You can load any successfully completed game seg¬ 
ment. See "Saving and Loading" on page 6 for details. 

Cheats 

Enter codes to unlock special game cheats, movies and more! 




PAUSE MENU 

Press the START button during 
the gameplayto pause and enter 
the Pause menu. Here you can 
acquire additional information or 
access the Options menu. 

Resume 

Return to the game in progress. 

Mission Objectives 

View the current mission objectives. 

Map Screen 

Display the map of the current level. 

Options 

Adjust game settings. See "Options" on page 7 for details. 

Restart Level 

Restart the current level segment. 

Quit Game 

Exit the game in progress and return to the Main Menu. 

HEADS-UP DISPLAY 


T3»* 



PNJSED 


SELECT ORT1CXVJ 

E? 

| in 
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Objective 

Proximity 

Meter 


Objectives/ 
Pickup display 

Ammo 

Weapon Reticule 


The Heads- 


Up Display (HUD) appears on-screen during gameplay. The HUD pro¬ 
vides mission-critical information. 


Charge 

The Charge indicates your health and is displayed incrementally, with 
100 being full health. As you take damage, getting closer to death, 
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your health meter drops. If the Charge reaches 0, the mission is 
terminated and you must start the game over or reload from the last 
point saved. Pick up Power Cells to recharge your health. 

Ammo 

The Ammo readout indicates the amount of ammunition available for 
the currently selected weapon. 

Pickup Display 

This is updated as you pick up objects and power-ups. 

Radar 

The Radar is located on the upper-left corner of the HUD. The white 
cone indicates your current heading. Use this in conjunction with the 
yellow Mission Objective indicator — located on the outer ring of the 
radar — to track down your current mission objective. As you get 
closer to the mission objective, the inner rings start to fill in, indicating 
your proximity to the objective. The current distance from the target 
is indicated in meters. 

Objectives 

Objectives will be displayed as you receive instructions from Kate 
Brewster. The yellow dot on the Radar is the Mission Objective indi¬ 
cator. The Mission Objective indicator shows the location of the 
active mission objective. 

As new objectives become available, new instructions will appear 
on-screen. Press the right thumbstick button at any time during a 
mission to display the active objective. At certain times during the 
game, you will have multiple objectives you can complete in any 
order. If you want to swap your current mission objective for another 
one, press the right thumbstick button to display all active objectives 
and then use the directional pad to highlight the objective you want 
to complete. During the game a white cone of vision indicates your 
current heading. As you get closer to the mission objective the radar 
starts to fill in to indicate your proximity to it. 

Weapon Reticule 

The Weapon Reticule appears on-screen as a translucent icon and 
is used to aim your weapons. When you move the right thumbstick to 
aim, the reticule will move on-screen. When a threat appears and 
you move the reticule towards the target, targets will be highlighted. 
Friendly units are highlighted in blue, while threats are highlighted red. 

In Terminator vision mode, additional data will appear, such as the 
"Weakness Analysis" enhancement indicating weakened structures. 
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RPG - 1 rocket propelled grenade 


T1 Mini-Gun - 100-round belt 












,30 cal Machine Gun - 120-round belt 



Future Weapons 

Skynet Plasma SMG - 40-shot clip 


Skynet Phase Plasma Rifle - 30-shot clip, 5-shot 
grenade launcher 


Skynet Arc-Laser - 400-round charge 


Skynet Assault Cannon - 35-shot clip 


Skynet Lightning Gun - 200-charge fuel cell 


Tech-Corn Plasma Rifle - 20-shot clip, 2-shot grenade 
launcher 


Tech-Corn Micro Rocket Launcher - 5-rocket magazine 
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Tech-Corn Sniper Cannon 3-shell clip 


Tech-Corn EMP Gun - 50-round clip 


Tech-Corn SAM Launcher - 1 surface-to-air missile 



Tech-Corn Light Machine Gun 


100-round clip 


Explosives 





EMP Grenade 













T-900 Green 

The green T-900s travel in packs and are the most com¬ 
monly encountered. They are the easiest to terminate. 


T-900 Yellow 

The yellow T-900s carry two guns. They are tougher 
than their green-colored counterparts. 

T-900 Red 

The red T-900s carry Skynet Assault Cannons. They are 
by far the toughest to terminate. 

T-X 

Skynet's most sophisticated and lethal killing machine, 
the T-X is driven by a plasma reactor and is designed for 
extreme combat. T-X has been sent back through time 
with one mission: To ignite the war and begin the rise of 
the machines. 




F/K Classes 

The Future Killers, manufactured by Skynet, pose the biggest threat 
to the safety of humankind in the future. 

The Flyers 

F/K Kite 

Light and versatile fliers. 

F/K Fighter - Light 

Versatile killing machines that patrol the skies. 

F/K Fighter - Standard 

Heavily armored killing machines that patrol the skies. 


F/K Fighter - Heavy 

A hovercraft that searches for prey. 

F/K Transport 

A lightly armed utility vehicle used to quickly move 
Skynet forces to different locations on the battlefield. 

CRS Labs Hunter/Killer 

The first generation of Skynet flying attack craft. 

Ground Units 

F/K Rover 

Designed for reconnaissance and espionage missions. 
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F/K Rover-Bombs 

Sentry units designed to self-destruct at the approach of 
unauthorized personnel. 

F/K Tank - Light 

The smallest of the deadly Skynet armored units. 



F/K Tank - Medium 

Behemoths of the battlefield, these armored monsters 
are the bane of the Tech-com forces. 



F/K Sentry Gun 

Smaller version of the F/K Turret, used to guard the 
interiors of Skynet facilities. 



F/K Turret 

Immobile Skynet gun batteries placed to guard areas or 
create kill-zones. 



T1 

The first generation of Skynet armored battle tanks. 


Tech-Corn Soldiers 

Resistance fighters trying to overthrow Skynet, led by 
John Connor and Kate Brewster. 



S.W.A.T. 

Summoned to rescue the kidnapped Kate Brewster at 
the Valley of Peace cemetery. Termination of the peace 
officers will result in mission failure for the Terminator. 



Air Force Personnel 

Located inside of CRS Labs, they are unsuspecting victims 
when the machines revolt. Termination of any Air Force 
personnel will result in mission failure for the Terminator. 


OTHER ITEMS 

Continues 

Look for these hidden power-ups to increase your 
number of continues. 

Fuel Cell 

Fuel cells will recharge your health when acquired. 

Energy Cell 

These energy cells provide primary ammunition in all 
future weapons. 

These ammunition boxes are used as the primary 
ammunition in all present day weapons. 




Ammo Crate 

These boxes provide ammunition for future 
and present weapons. 


Grenades 

These grenade boxes provide the 
Terminator with handheld explosives in the 
future and present. 
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COMBFIT COMBOS 

Two-Hit Combos 


ICONTROL 

ACTION 

A, A 

Medium punch combo 

left thumbstick toward 
enemy + (A, A) 

Quick punch combo 

left thumbstick away from 
enemy + (A, A) 

Strong punch combo 

left thumbstick up + (A, A) 

High punch combo 

left thumbstick down + 

(A, A) 

Low punch combo 

A, Y 

Medium punch with leg shove 

left thumbstick toward 
! enemy + (A, Y) 

Quick punch with leg shove 

left thumbstick away from 
enemy + (A, Y) 

Strong punch with double knee 

left thumbstick up + (A, Y) 

High punch with leg shove 

left thumbstick down + 

(A. Y) 

Low punch with leg shove 

A, B 

Medium punch followed by special 
attack 

left thumbstick toward 
enemy + (A, B) 

Quick punch followed by special attack 

left thumbstick away from 
enemy + (A, B) 

Strong punch with overhead throw 

left thumbstick up + (A, B) 

| _ 

High punch with sideways 
shoulder throw 

left thumbstick down + 
<A.B) 

Low punch with special attack 


Three-Hit Combos 


[CONTROL 

ACTION 

(A, A, A) 

Medium punch three-hit combo 

left thumbstick toward 
enemy + (A, A, A) 

Quick punch three-hit combo 

left thumbstick away from 
enemy + (A, A, A) 

Strong punch three-hit combo 

left thumbstick up + 

(A. A, A) 

High punch three-hit combo 

left thumbstick down + 

(A. A. A) 

Low punch three-hit combo 

(A, A, Y) 

Medium punch two-hit combo with leg 
shove 

left thumbstick toward 
enemy + (A, A, Y) 

Quick punch two-hit combo with leg 
shove 

left thumbstick away from 
enemy + (A, A, Y) 

Strong punch two-hit combo 
with double knee 

left thumbstick up + 

(A, A, Y) 

High punch two-hit combo with 
leg shove 

left thumbstick down + 

(A. A. Y) 

Low punch two-hit combo followed by 
special attack 

(A, A, B) 

Medium punch followed by special 
attack 

left thumbstick toward 
enemy + (A, A, B) 

Quick punch two-hit combo followed 
by special attack 

left thumbstick away from 
enemy + (A, A, B) 

Strong punch two-hit combo with 
overhead throw 

left thumbstick up + 

(A, A, B) 

High punch two-hit combo with 
sideways shoulder throw 

left thumbstick down + 

{A, A, B) 

Low punch two-hit combo followed by 
special attack 


I 
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Writer 

MAKING OF 
VIDEO 
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Theme from "Terminator 2: Judgment Day" 
Written and performed by Brad Fiedel 
© 1991 StudioCanal Image S.A. 

All rights reserved. 

Terminator Theme Remix 

Performed by The Victorian Philharmonic 

Orchestra 

© 2003 StudioCanal Image S.A. 

(P) 2003 Atari, Inc. 

Based on the theme from "Terminator 2: 
Judgment Day" 

Written by Brad Fiedel 
© and (P) 1991 StudioCanal Image S.A. 
All rights reserved. 


RTRRI WEB SITES 

To get the most out of your new game, visit us at: 

http://www.us.atari.com 

To send e-cards to your friends, download wallpapers, or get access 
to other free stuff, visit our Freebies section at: 

www.us.atari.com/freebies 

If you would like to chat with other gamers, as well as developers, 
visit our Community Forum area at: 

www.ataricommunity.com 

Kids, check with your parent or guardian before visiting any web site. 

Chat Messages: Atari does not monitor, control, endorse, or accept responsibility for 
the content of chat messages. You are strongly encouraged not to give out identity 
or other personal information through chat message transmissions. Kids, check 
with your parent or guardian if you are concerned about any chat you receive. 

Use of Atari web sites is subject to terms and conditions, which you 
can access at: 

www.us.atari.com/terms of service.asp 

TECHNICAL SUPPORT 
(U.S. & CRNRDR) 

Help Via th e internet 

Up-to-the-minute technical information about Atari products is gener¬ 
ally available 24 hours a day, 7 days a week via the Internet at: 

http://www.atarisupport.com 

Through this site you'll have access to our FAQ (Frequently Asked 
Questions) documents, our Hints/Cheat Codes if they're available, and 
an E-Mail area where you can get help and ask questions if you do not 
find your answers within the FAQ. 

Note: In the event we must send you a Flint Sheet, FAQ document, 
patch or update disc via E-mail, we may require verifiable consent 
from a parent or guardian in order to protect children's privacy and 
safety online. Consent Forms are available at the web site listed above. 

Help Via Telephone in the United States & Canada 
For phone assistance, call Atari Technical Support at (425) 951-7106. 
Our Interactive Voice Response system is generally available 24/7, 
providing automated support solutions immediately. 






This console-based product has automated support which includes 
information such as gameplay tips, information on Control Keys, pos¬ 
sible Cheat Code combination keys, and instructions for finding 
secret screens and/or additional game levels (if these type of items 
exist and are made available for this particular product). 

Great News! We've improved our Automated Systems so that you can 
get product-specific Troubleshooting help more quickly. All you need 
to do is enter the product's Part # when prompted to do so. This will 
take you directly to all of our known issues and solutions for this title. 
The product's Part# is located in several places (on the CD label, 

Game Pak, package and/or plastic disc case, if applicable) and is 
usually identified by a number such as 04-12345. When prompted by 
the Automated System, enter the last five digits of your product's Part 
#. (For example, Part# 04-12345 would require that you enter the 
"12345" portion of the number for that product.) Note: Some products 
simply feature a five-digit Part # without an "04-" prefix. 

Live support is generally available Monday through Friday, 8:00 AM 
until 6:00 PM (Pacific Time). Note: We may be closed on major 
holidays. 

Product Return Procedures in the United States & Canada 

In the event our technicians at (425) 951-7106 determine that you 
need to forward materials directly to us, please include a brief letter 
explaining what is enclosed and why. Make sure you include the 
Return Merchandise Authorization Number (RMA#) supplied to you 
by the technician, and your telephone number in case we need to 
call you. You will receive the mailing address when the technician 
gives you the RMA#. Any materials not containing this RMA# will be 
returned to you unprocessed. 

Warranty Policy in the United States & Canada 

If our technicians determine that the product storage medium is 
found to be defective within ninety (90) days of original purchase, 
(unless otherwise provided by applicable law), Atari will replace the 
item free of charge, to the original purchaser, if the item is accompanied 
by the original dated receipt and packaging. 
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OFFICIAL OFFER CERTIFICATE I OFFER EXPIRES 2/27/04 


GET $3,OD 
BY IS/IAIL- WHEISI 

BUY: Terminator® 3: Rise of the Machines™ on DVD orVHS. 


ENCLOSE: (a) 3" x 5" card with your full name, complete home address 
(no P.O. Boxes), (optional) home telephone number, including area code, 
and (optional) e-mail address; (b) The sales receipt for vhs 

the DVD orVHS purchased between 11/4/03 and 2/27/04 
with the purchase price clearly circled; (c) An original 
proof-of-purchase tab or UPC from the purchased DVD 
orVHS (Use tab “C” for DVDs). Please see examples 
to the right. 

or UPC 



MAIL TO: Terminator 3: Rise of the Machines $3.00 Rebate Dl||IMM® 
P.0. Box 1177, Grand Rapids, MN 55745-1177 giljl|ljf|| 


Offer expires 2/27/04. All requests must be received by 3/27/04. Limit one per individual, household, group, or 
address and the right is reserved to confirm identity. Offer good in USA only. Void where prohibited, taxed or otherwise 
restricted. Original proof-of-purchase tab or UPC must accompany request and may not be reproduced. Copy of sales 
receipt will be accepted. DVD proof-of-purchase tabs A, B & D not eligible for this offer. Requests which, in the sole 
discretion of Warner Home Video Inc., do not strictly comply with the terms and conditions of this offer, including 
fraudulent requests, are invalid. Duplicate or invalid requests will be rejected and will not be returned. Keep a copy of 
UPC, proof-of-purchase tab and sales receipt for your records. Not valid in combination with any other offer. Warner Home 
Video Inc. is not responsible for late, lost, stolen, delayed, unpostmarked, postage due, illegible or misdirected mail. P.O. 
Boxes will not be honored. Allow 8-10 weeks for processing. If you have not received the rebate by the time allotted, you 
may call Customer Service at 886-488-4640. Offer is not open to employees of AOL Time Warner, its affiliated companies, 
subsidiaries, franchisees, agents, any wholesalers or retailers and the families of each living in the same household. Only 
new factory-sealed videos and/or DVDs (not previously viewed videos and/or DVDs) qualify. Cash value 1/100$. All 
information captured in this consumer offer, including buying behavior, may be used for internal marketing research by 
Warner Bros. Entertainment Inc., Warner Home Video Inc. and AOL Time Warner and its subsidiaries. Consumers are not 
required to provide their phone number or e-mail address to qualify for this offer. 

This is an offer of Warner Home Video Inc. © 2003 Warner Bros. Entertainment Inc. 

® used under license. TM & © 2003 IMF 3.© 2003 IMF Internationale Medien und Film GmbH & Co. 3 Produktions KG. 
Artwork and Design © 2003 Warner Bros Entertainment Inc. 
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Terminator ® 3: Rise of the Machines™ © 2003 Atari, Inc. & 1C Video LLC. All rights reserved. 
Developed by Black Ops Entertainment. Developed by Paradigm Entertainment. Terminator ® used 
under license. TM © 2003 IMF Internationale Medien und Film GmbH & Co. 3 Produktions KG. The 
Ratings icon is a trademark of the Interactive Digital Software Association. All other Trademarks are 
the property of their respective owners. 
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END-USER LICENSE AGREEMENT 

IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and 
restrictions described in this End-User License Agreement (“EULA”). 

AGREEMENT 

This document is an agreement between you and Atari, Inc. and its affiliated companies (“Company”). The 
enclosed software game disc(s), cartridge or Game Pak ("Software") and any accompanying printed materials 
are licensed to you only on the condition that you accept all of the terms contained in this EULA. 

By opening this package and installing or otherwise using the Software you agree to be bound by the terms of this 
EULA. If you do not agree to the terms of this EULA you may not install or use the. Software and within 15 days of 
purchase you must call the Tech Support telephone number listed in the manual accompanying the Software (the 
“Manual”). Select the Automated Phone System’s Main Menu option for Consumer Services and follow the prompts. 

You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 
days from the date of this contact to return the Software in its protective covering, the Manual and the orig¬ 
inal sales invoice to the address supplied to you. 

If this is a PC product, when you install the Software you will be asked to review and either accept or not accept 
the terms of the EULA by clicking the “I Accept” button. By clicking the “I Accept” button you acknowledge that 
you have read the EULA, understand it and agree to be bound by its terms and conditions. 

COPYRIGHT 

The Software is protected by copyright laws and international copyright treaties, as well as other intellectual 
property laws and treaties. All title and copyrights in and to the Software (including but not limited to any 
images, photographs, animations, video, music, text and “applets” incorporated into the Software) and any 
printed materials accompanying the Software are owned by the Company or its Licensors. 

GRANT OF LICENSE 

The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you 
a limited, personal, non-exclusive license to use the Software in the manner described in the user docu¬ 
mentation. The Company reserves all rights not expressly granted to you in this EULA. 

PERMITTED USES 

1. If the Software is configured for loading on a hard drive, you may install and use the Software on a single computer. 

2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the 
original and copy of the Software are kept in your possession. 

3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you transfer all of 
the Software (including all component parts, the media and printed materials and any upgrades) and the recipient 
reads and accepts this EULA. 

RESTRICTIONS 

1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or 
accompanying printed materials. 

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software, 

3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative works based 
on the Software (except to the extent expressly permitted in the Editor and End-User Variation section of this 
Agreement or other documentation accompanying the Software) or otherwise commercially exploit the Software. 

4. You may not electronically transmit the Software from one computer, console or other platform to another or 
over a network. 

5. You may not use any backup or archival copy of the Software for any purpose other than to replace the original 
copy in the event its destroyed or becomes defective. 

EDITOR AND END-USER VARIATIONS 

If the Software includes a feature that allows you to modify the Software or to construct new variations (an 
“Editor”), you may use such Editor to create modifications or enhancements to the Software, including the con¬ 
struction of new levels (collectively the “Variations”), subject to the following restrictions. Your Variations: (i) 
must only work with the full, registered copy of the Software; (ii) must not contain modifications to any exe¬ 
cutable file; (iii) must not contain any libelous, defamatory or other illegal material, material that is scandalous 
or invades the rights of privacy or publicity of any third party; (iv) must not contain any trademarks, copyright- 
protected work or other property of third parties; and (v) may not be commercially exploited by you, including 
but not limited to making such Variations available for sale or as part of a pay-per-play or timesharing service. 
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TERMINATION 

This EULA is effective until terminated. You may terminate this EULA at any time by destroying the Software. This EULA 
will terminate automatically without notice from the Company if you fail to comply with any provisions of this EULA. 
All provisions of this EULA as to warranties, limitation of liability, remedies and damages will survive termination. 

LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 

You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. The 
Software and media are supplied “AS IS.” Unless otherwise provided by applicable law, the Company warrants 
to the original purchaser of this product that the Software storage medium will be free from defects in materials 
and workmanship under normal use for ninety (90) days from the date of purchase. The warranty is void if the 
defect has arisen through accident, abuse, neglect or misapplication. If the Software fails to conform to this 
warranty, you may at your sole and exclusive remedy, obtain a replacement free of charge if you return the 
defective Software. Follow the Product Return Procedures described in the Manual. The Company does not 
warrant that the Software or its operations or functions will meet your requirements, or that the use of the 
Software will be without interruption or error. 

TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE 
EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, 
EXPRESS OR IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE AND NON-INFRINGEMENT. 
EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT 
WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE USE OR THE 
RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY, 
RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOTALLOW THE 
EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS 
AND LIMITATIONS MAY NOT APPLY TO YOU. 

LIMITATION OF LIABILITY 

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY 
INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAM¬ 
AGES WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON 
OR PROPERTY, FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS 
INFORMATION, LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING 
OUT OF OR IN ANY WAY RELATED TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN 
IF THE COMPANY OR AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN 
ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW 
THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE 
ABOVE EXCLUSION MAY NOT APPLY TO YOU. 

IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE 
SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. 

CHOICE OF LAW AND VENUE 

This EULA is governed by the laws of the United States of America and the State of New York, exclusive of its 
conflicts of law provisions. The exclusive venue for litigation regarding or arising from this EULA is New York 
County, New York and you agree to submit to the Jurisdiction of the courts of New York County, New York for 
any such litigation. 

MISCELLANEOUS 

If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it will 
be severed from and in no way affect the validity or enforceability of the remaining provisions of the EULA. 

This EULA constitutes the entire agreement between you and the Company regarding the Software and its use. 

Terminator® 3: Rise of the Machines'" © 2003 Atari, Inc. & 1C Video LLC. All rights reserved. Developed by Black Ops 
Entertainment. Developed by Paradigm Entertainment. Terminator® used under license. TM © 2003 IMF Internationale 
Medien und Film GmbH & Co. 3 Produktions KG. All other Trademarks are the property of their respective owners. 

Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in 
the U.S. and/or in other countries. 

Hollywood Sign™ & © 2003 Hollywood Chamber of Commerce. Licensed by Global Icons. All rights reserved. 
Uses Bink Video Technology, Copyright © 1997-2002 by RAD Game Tools, Inc. 

Toyota and Tundra are registered trademarks of Toyota and are used with the permission of Toyota Motor Corporation. 
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